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The 9 x Table


Lay both hands flat, palms down, on the table.


Number the fingers, from left to right, 1 - 10.


If you want 3 x 9, wiggle the third finger and then curl it under.


On the left of this finger there are 2 fingers (2 TENS).


On the right of this finger there are 7 fingers (7 UNITS)


9 x 3 = 27





As the tables are learned, they can be coloured or highlighted both horizontally and vertically. You can use this opportunity again to emphasise that 3 x 6 = 6 x 3 so therefore as well as learning all of the 3 x table, part of the 6 x table has also been leaned so this can be coloured in as well! Therefore, by the time all the tables up to and including the 5x have been learnt, there is actually only one quarter of this grid left to commit to memory. 





Record your own


It is supposed to be far more effective if a child listens to their own voice (rather than someone else, or a bought one). The children should say the first bit into the microphone then leave a short pause before reading the answer: thus, when the recording is being played back, they have chance to say the answer themselves before checking that it is correct with the answer given. E.g:


three 5s are ----15      seven 4s are ----- 28





Home-made Mathematical Games


Write a variety of times tables questions on 1 set of cards and answers on another (you could snip top left hand corner to ensure all are the right way). These can be then used to play:


Matching – questions to answers


Happy Families (but it isn't easy to see the cards when they are held in your hand)


Memory pairs – Lay cards face down. Players take it in turn to turn over any two cards; the cards must be left on the table face upwards so that everybody gets a good chance to look at them. If the two cards are equivalent the player gets to keep the pair and has another go. If the two cards are not a pair they are turned over once more and left on the table. The game continues until all the cards have been claimed.


Snap - Shuffle the cards and divide them equally between two players. One person turns over a card, then the other person turns over a card next to it. If the cards are equivalent, the players shout snap! And the winner picks up the pile and starts the next round.


Bingo - Each player selects five `answers' from one of the times tables.


Roll two die, add the dots together. Multiply that total by whichever table it is you are doing. Any player who has the answer on their `Bingo card' can cross it off. The next player rolls the dice.
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Times tables progression


Children at Elmlea Juniors practice times tables in most maths lessons.


By the end of each year, most children should know:


Year 2: 	2, 5 and 10


Year 3: 	3, 4, 6


Year 4: 	7, 8, 9, 11, 12 – ending in a statutory test of ALL


Year 5: 	ALL tables and division facts to be known and recited at speed, working towards instant recall.


Year 6: 	Thorough knowledge of all tables and division facts, together with the ability to recall them instantly.








Name:








Multiplication is Commutative


2 x 4 = 4 x 2


This can be demonstrated very easily by drawing a rectangle (an array)  4 squares by 2. Here you have 2 rows of 4 squares but it is exactly the same if you turn it around so that there are 4 rows of 2 squares. 





Use mnemonics to aid the memory


I ate and ate `till I was sick on the floor:		Wakey, wakey, rise and shine:


8 eights are 64! 					Seven 7's are 49


Make up some of your own.





Look for number patterns in the tables


Children often struggle with the concept of the 0 times table.


0x: 	Think of `empty pockets'. Ask your child how many pockets he has in the clothes he is wearing at the moment. If there are three pockets, all with nothing in them, then he has nothing. It doesn't matter how many pockets he has, if they are all empty, there will be nothing. 3 x 0 = 0 etc.


2x:	 2 4 6 8 10 			12 14 16 18 20 22 24


then the pattern is repeated with the last digit in each answer


3x: 	3   6   9   12   15   (pattern of odd and evens)


     	O  E   O   E    O


4x: 	All of these answers are double the answers in the 2x table


5x: 	Any odd number times 5, ends in a 5. Any even number times 5 ends in a 0


6x:	 These answers are just double those in the 3x table (or 1 more than 5x)


9x: 	One multiple less than 10x


All of the answers add up to 9


18	 1 + 8 = 9	27	2 + 7 = 9 etc


This even works with the really high multiples of 9:  43 x 9 = 432  (4 + 3 + 2 = 9)


10x: 	All numbers end in a zero! (Please note we are not `adding a zero'. What is actually happening is that the digits which are being multiplied move one column to the left, to make them ten times bigger: this can be demonstrated with digit cards or a slider.			TTh   Th   H   T   O


      			                  8   3   5


    			            8    3   5   0


Now there isn't a digit in the ONES column, so we have to put a zero to hold the place.





Oral Work


Count forwards and backwards in 2s, 3s, 4s, etc. (Put one more finger up every time you move onto the next number in the sequence if this will help the child to remember which number they are up to.)


Chant the tables in the old-fashioned way.


Working on only one table at a time - dot about i.e. 3 x 5 = ?, 7 x 5 = ?


Give them the answer, how many 5s make this?


Use the stairs in your house to chant a particular table up and down. You could place each fact on a separate step and gradually remove when confident.








Ways to help your child to learn Times Tables


All children learn in different ways. Therefore some of the tips below will help your child more than others. What works for one child will not necessarily work for a sibling. Learn only a little at a time. If you are starting on a new table don't attempt to master the whole thing at once; start with 1 x 6, 2 x 6 on one day, then add further numbers in the sequence when they are ready for it. Constant revision of all of the tables is important; not just those learned recently. Multiplication tables are just a quick way of doing a very long addition sum. It is very important that the children understand how the tables are compiled: this will make it easier as then they will not be just learning by rote.


1 x 5 = 5


This means there is 1 ‘lot of’ 5


2 x 5 = 10


This means that there are 2 ‘lots of 5’ i.e. 5 plus another 5 (5 + 5 = 10)


3 x 5 = 1 5


3 lots of 5


5 + 5 + 5 = 15 etc.





Known facts


If you break down each table, into the easy facts, the ones you can work out there are actually very few ones left to learn. If a child, does not know what 7 x 7 is they do not have to start right at the very beginning of the 7 x table but can leap in half way:


5 x 7 = 7 x 5 =35


6 x 7 = 3 5 + 7 ( we now have 6  lots of 7 ) = 42


7 x 7 = 42 + 7 (7 lots of 7) = 49





Odd and Even Numbers


The following rules always apply:


2 x 4 = 8 	2 x 3 = 6 	3 x 2 = 6 	3 x 5 = 15


E X E = E 	E x O = E 	O x E = E 	O x O = O


Therefore, the only time you get an odd answer is when two odd numbers are multiplied together.





Inverse


Encouraging children to be familiar with the inverse of multiplication (division) from early on is vital. Using fact family triangles is an excellent way:


 �





Times Tables Olympics At certain points throughout each year at Elmlea Juniors, the children will complete a ‘Time Tables Olympics’. Faced with a grid of 144 questions (mixed multiplication and division) they complete as many as they can in 5 minutes. Each time they complete this they are striving to beat the ‘personal best’ score. 





Fun activities to do at home





Number Game





Use 2 dice and roll them to make a 2-digit number. (If you throw a 3 and a 6, this could be either 36 or 63).





Ask your child to count on or back in tens as far as they can.


	*If you haven’t got 2 dice try throwing 1 twice.


If you haven’t got any dice - try using the telephone directory (or another large book) and randomly turn to any page less than 100. Ask your child to count on or back from that number in tens.





Extend this activity by finding a 3-digit number (with dice or using the telephone directory beyond 100) and count on or back in tens or hundreds.











